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Bill Verplank s interaction model
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System Combinations

LEVELS OF SYSTEMS

1. the level of Frameworks  Only the geography and anatomy of the subject is described and analyzed; a kind of system of static 
relations [Most architecture and graphic design systems are of this type.]

2. the level of Clockworks Machines that are determined

3. the level of Thermostats The level of control in mechanical and cybernetical [sic] systems

4. the level of the Cell  As an open and self-maintaining system, having a through-put that transforms unpredicted inputs into 
outputs [what Maturana, Varela, and Uribe later called an autopoetic system]

5. the Genetic and Societal level Of plants and accumulated cells

6. the level of the Animal Specialized receptors, a nervous system, and an image

7. the Human level  All of the previous six plus self-consciousness. The system knows that it knows, and knows that it dies

8. the level of the Social Organism  The unit at this level is a role, rather than a state; messages with content and meaning exist, and value 
systems are developed

9. the level of Transcendental Systems  The ultimates and absolutes and the inescapables with systematic structure 

Kenneth Boulding, as summarized by Horst Rittel [13]
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